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Sebagai mahasiswa dalam semester delapan, pengambilan mata kuliah magang 
adalah salah satu syarat untuk menyelesaikan proses perkuliahan di Universitas 
Multimedia nusantara. Penulis dalam proses magang menduduki posisi yang 
sesuai dengan jurusannya, penulis dapat mengaplikasikan semua yang telah 
dipelajari dalam Universitas Multimedia Nusantara, jurusan DKV di PT. Bank 
Rakyat Indonesia (Persero), tbk. Dorongan dibalik magang bersama BRI adalah 
keinginan penulis untuk mencari pengalaman baru, sertifikat, dan sebab 
dibutuhkannya tenaga kerja desain grafis di dalam BRI. Selama melakukan 
magang bersama BRI penulis membantu mengerjakan proyek-proyek dalam peran 
desain grafis. 
Penulis mempelajari berbagai hal selama melakukan magang di bersama BRI, 
dalam bentuk soft skill atau hard skill. Ditempatkan di BRI Corporate University, 
Bersama fungsi Learning Experience Development (LXD) penulis 
mengembangkan kemampuan teamwork dalam mengerjakan sebuah proyek, dan 
mempelajari kepentingan koordinasi dalam mengerjakan sebuah proyek. Kendala 
yang penulis temukan selama melakukan magang tidak berbeda jauh dengan 
kendala yang ditemukan dalam aktivitas keseharian; akses kepada software yang 
kurang dan tidak cocok. Solusi yang penulis ambil untuk mengatasi permasalah 
adalah dengan memperbarui software-software yang penulis gunakan. 
 




As a student in the eighth semester, taking an internship course is one of the 
requirements for completing the lecture process at the Nusantara Multimedia 
University. The author is in an internship process in a position that is in 
accordance with the department, the author can apply everything that has been 
learned at Multimedia Nusantara University, the DKV department at PT. Bank 
Rakyat Indonesia (Persero) tbk. The motivation behind the internship with BRI is 
the author's desire to seek new experiences, certificates, and the need for a 
graphic design workforce within BRI. During an internship with BRI, the author 
helped projects in a graphic design role. 
The author learns various things during his internship with BRI, in the form of 
soft skills or hard skills. Place at BRI Corporate University, and working together 
with the Learning Experience Development (LXD) function, the author develops 
teamwork skills in working on a project, and learns coordination in working on a 
project. The constraints that the authors find during the internship are not much 
different from those found in daily activities; inadequate and unsuitable access to 
software. The solution that the author takes to overcome the problem is to update 
the software used. 
 





PENGESAHAN LAPORAN KERJA MAGANG ............................................. II 
LEMBAR PERNYATAAN TIDAK MELAKUKAN PLAGIAT DALAM 
PENYUSUNAN LAPORAN KERJA MAGANG ............................................. II 
KATA PENGANTAR ......................................................................................... IV 
ABSTRAKSI ........................................................................................................ VI 
ABSTRACT ........................................................................................................ VII 
DAFTAR ISI ..................................................................................................... VIII 
DAFTAR GAMBAR ............................................................................................. X 
DAFTAR TABEL ............................................................................................... XI 
DAFTAR LAMPIRAN ..................................................................................... XII 
BAB I PENDAHULUAN ...................................................................................... 1 
1.1. Latar Belakang ........................................................................................ 1 
1.2. Maksud dan Tujuan Kerja Magang ......................................................... 2 
1.3. Waktu dan Prosedur Pelaksanaan Kerja Magang ................................... 2 
BAB II GAMBARAN UMUM PERUSAHAAN ................................................ 4 
2.1. Deskripsi Perusahaan .............................................................................. 4 
2.2. Struktur Organisasi Perusahaan .............................................................. 6 
BAB III  PELAKSANAAN KERJA MAGANG ................................................ 9 
3.1. Kedudukan dan Koordinasi ..................................................................... 9 
3.2. Tugas yang Dilakukan........................................................................... 11 
3.3. Uraian Pelaksanaan Kerja Magang ....................................................... 13 
3.3.1. Proses Pelaksanaan.................................................................... 15 
ix 
 
3.3.2. Kendala yang Ditemukan .......................................................... 27 
3.3.3. Solusi Atas Kendala yang Ditemukan....................................... 29 
BAB IV PENUTUP ............................................................................................. 30 
4.1. Kesimpulan ........................................................................................... 30 
4.2. Saran ...................................................................................................... 30 




Gambar 2.1. Logo Bank BRI .................................................................................. 5 
Gambar 2.2. Logo BRI Corporate University ........................................................ 5 
Gambar 2.3. Struktur BRI Corporate University .................................................... 6 
Gambar 2.4. Posisi fungsi Learning Experience Development ............................... 8 
Gambar 3.1. Kedudukan dalam Learning Experience Development (LXD) .......... 9 
Gambar 3.2. Koordinasi Learning Experience Development (LXD) untuk Penulis
 ....................................................................................................................... 10 
Gambar 3.3. Learning Management System (LMS) BRISmart.co.id ................... 14 
Gambar 3.4. Pertemuan antar anggota fungsi LXD lewat Zoom .......................... 15 
Gambar 3.5. Materi dan Storyboard 4DX dalam bentuk Presentasi ..................... 17 
Gambar 3.6. Pengerjaan Infograf 4DX ................................................................. 18 
Gambar 3.7. Desain judul infografis ..................................................................... 19 
Gambar 3.8. Visual hirarki infografis ................................................................... 20 
Gambar 3.9. Pengerjaan Video 4DX..................................................................... 21 
Gambar 3.10. Pemasangan Title dan Subtitle........................................................ 22 
Gambar 3.11. Video-video yang penulis perlu edit .............................................. 24 
Gambar 3.12. Timetable untuk potongan video-video .......................................... 25 
Gambar 3.13. Bumper Depan yang pertama ......................................................... 26 











LAMPIRAN A: SURAT PENGANTAR MAGANG ...................................... XV 
LAMPIRAN B: SURAT PENERIMAAN MAGANG (KM-02) .................  XVI 
LAMPIRAN C: KARTU KERJA MAGANG (KM-03) ............................. XVII 
LAMPIRAN D: KEHADIRAN KERJA MAGANG (KM-04).................  XVIII 
LAMPIRAN E: LAPORAN REALISASI KERJA MAGANG (KM-05) ..  XXI 
LAMPIRAN F: LEMBAR VERIFIKASI LAPORAN MAGANG (KM-07) ....  
XXII 
LAMPIRAN G: SURAT KETERANGAN MAGANG ............................  XXIII 
LAMPIRAN H: CV DAN PORTOFOLIO ................................................  XXIV 
LAMPIRAN I: SURAT PEMBEKALAN MAGANG ............................. XXVII 
 
 
 
